Wynncraft GM Team Information 


Welcome to the build server, the map development site for Wynncraft. 
IP: build.wynncraft.com 


Rules 
1. Do not leak any informations or images of the unpublished work on the build server. This 
includes new areas, builds, items, quests, mobs, etc. Including this document. 


2. Act maturely and stay respectful of other GMs and builders work. Helpful comments are 
always welcome! Also report any misbehaviour from any GM or builder to a senior member. 


3. Do not work on anything you haven’t been either allocated to do or are not familiar with. We 
prefer having nothing than having something badly done. If you aren’t sure, run it past the Head 
GM or Head Builder to seek approval. 


4. Do not create joke items/quests/mobs just for the sake of it. References are fine, as long as 
they aren’t in your face or a temporary online fad (For example, many memes). Try to make the 
majority of items/quests/mobs serious and not break the atmosphere. 


(note: you can always go to the “test” section in the “/warp GM” area to test new stuff) 


General Instructions 
Since there is quite a few of you, we need to be very strict on what you can and can’t do. You 
will need to access the GM room in the build server to work. Type /warp GM to do so. 


1. Do not make “Quest Item” that won’t let the player get rid of them without asking Salted 

2. When making anything, you need to always follow the guidelines given prior 

3. Respect any decisions (If your idea is rejected for example) made by a founding member, even if your idea was 
good, we are trying to form Wynncraft from our own vision, and it should be respected. 

4. Don’t make any mazes. Ever. Those are the devils. No seriously. Ever. 

5. Always act like the player is a 5 years old. The player isn’t in your head, and it’s always very easy to confuse them. 
Make everything as easy and obvious as possible. 

6. Do not use command blocks, as they will not work in the game servers. 

7. Do not hide your stuff. Players don’t like being stuck forever trying to find a button, make it obvious. 

8. One image is worth one thousand words. It is much easier and better to show the player what is happening 
instead of telling them. Keep the messages short and to the point. 

9. The NPCs are never active. They do not participate in quests, they give them. 

10. No filler quests. The player need a reason to do what he is doing, that isn’t just “Hey! Get me 10 rotten flesh 
pls”. 

11. Do not repeat quests. Make every quest as unique as you can. 

12. Make sure to read and follow the current lore. It make the world seem alive when NPCs talk about the same 
stuff. At the same time, it’s okay to link other quests to yours. For example, having Nohno talk about his brother 
Yahya, which is the starter of another quest. 

13. Making jokes and lying in quests is allowed. Make your NPCs stand out, give them a personality. Some NPCs can 
be real jerks, others can be amazingly nice, it’s up to you. 

14. Keep the player silent during quests, only the NPCs can talk. 

15. Test, test, test and test. | can’t say it enough, test everything you do. Test it with every classes, make sure it’s 
not too hard, make sure there is multiple solutions to the challenge. 

16. Remember, this is a medieval game. Do not put electronic stuff in it. Magic yo. 

17. Do not use creepers, as they are mythical creatures. 

18. You can make multiple quests that follow a single storyline. Just add “Part 1/2“ in the name. If you have a 
detailed questline you want to do, break it down and make the next part a higher level, it makes players want to 
play more to finish that storyline. 

19. Do not make incredibly long quests. It can get really frustrating to be doing a long-ass quest for hours, people 
like to feel like they accomplished something. 

20. Be careful when making caves/dungeons, the Archer class is very bad in limited space. 

21. Make sure to tell Salted about all the stuff you add. 

22. Do not build anything major yourself, that’s the builders job. Instruct them on what you need for your quest. 
23. Everyone wants to make a high level, important quest, but they aren’t always needed, some of the funnest 
quests are short ones rich in storyline. Think about what level the quest should be carefully. 

24. Google docs is your friend. They make it really easy to share your ideas with a higher rank and have them 
amended or edited. 

25. Don’t use mana regen or mana steal for IDs 


Ranks 


There are several ranks used on the server to indicate the players skill and authority on the 


server, here is what they are and what they mean: 


OOOGO0® © 


Head Builder (Grian) and Head Game Master (Salted): This is the top rank and is only 


given to Grian and Salted, the owners of Wynncraft and the main content creators for 
the game. Their word is final on all build and game related decisions even if it requires 
the removal of something. All suggestions from the Head Builder and Game Master 
should be taken seriously. All work should have permission from either of them before 
it is implemented into the game. 


GM Project Manager: This is the highest and hardest rank achievable by a GM, they 
are assigned a project and a design is explained by the Head GM, they then manage a 
small number of GM to finish the project. 


Elite GM: This rank is given to the GM with the most dedications and skills. To get this 
rank, you must have proved yourself multiple times to be skilled in quest making, item 
creation and mob design. Their suggestions on other GMs should be considered. 


GM: This rank is the most common GM rank, given to any GM who is active and 
proved himself to be skilled in at least one of the three requirements. 


New GM: This rank is awarded to GMs who passed the trial phase. They tend to be 
fairly active but perhaps a little new to some aspects of game design. They should stay 
open to suggestions from other GMs. 


Trial GM: This rank is for the newbies of the server, they have passed the application 
process and are now to be tested to see if they can deliver good quality game 
designing. 


Guest: This rank is for non-GMs, guests of the servers which includes friends of the 
admins and mod. Feel free to bully them. 


Planification 
This is one of the most important part of the job. You need to plan everything. Non-planification 
is what leads to strange and shitty content. Every item/quest/mob need a reason to be. 


Quests 


Before starting a new quest, write what every stage will do, where every NPC will be and make 
sure that it won’t be too grindy or too boring and make sure it fits in with the lore of the area. 
Grinding it okay, but not too much. 


Items 

When making an item, for the love of god make sure it isn’t over powered. Compare it with all 
the other items in game, and make sure it fits well. A lv. 10 unique should never beat a Lv. 10 
legendary, etc. 


Mobs 

Plan and use the environment at your advantage. When designing caves/dungeons, plan what 
kind of mobs would create a good enough challenge for the player. Every mob should have a 
goal (grinding, preventing low level players to access, quests, challenge, etc) 


Roles 

As a GM, there are multiple roles that you will have to do. However, it is very unlikely that you 
will be good at all of those. This is why it is highly encouraged to ask for other GMs help when 
you feel they could do a better job. 


Quest Design 


This role is about designing the quests from scratch. Starting from an idea, to a plan, to working 
with YMLs in game. It is not an easy task and is very time consuming. 


Writing 

This role is about writing the NPC’s messages. It’s often done by the quest designer, but can also 
be done by someone else. This role is to write short and high quality quest messages, and to 
give personality to the NPCs. 


Mob Design 
This role is about designing the mobs. It requires a lot of testing, and a lot of back and forth into 
the chest room. 


Mob Placement 
This role is about placing mobs. Some mobs have different power and spells, and using the 
environment with it can really make the game more challenging and fun. 


Item Design 
This role is about making items. It’s one of the easiest one, but requires a lot of verification. If 


an item is badly done, it could easily break the game, so you need to be very careful. 


Mob Help 


How to make a mob 
You will receive an example YML with a mob already pre-made in it. From there you will be able 
to easily modify its health, damage, xp, etc. 


One thing you won’t be able to modify is the mob drops and its armour/weapons. To do so, you 
need to link the mob to a chest in the GM room. Type /warp GM to access it and select a chest 
in the proper section. Here is an example of a full leather armour zombie holding a sword 


Inventory 


The paper is what we use to decide how often a certain item will drop, and how many. In the 
example showed before, you can read “AMT: 1-1”, which means that only one item will drop. 
“PER: 250” means that the item has 250/10,000 chance of dropping the item below it when you 
kill the mob. 


Spawning a mob the right way 

There are mostly 3 types of mob spawning area... 
1. Grinding area 

2. Action area 

3. Randomized area 


Grinding Mob Spawn 

Generally located around shrines/ruins/camps, etc. The “Grinding Mob Spawn’ is an area with 
high mob density, and often contains easy locations to hide. Often found outside and with very 
easy mobs. 


Action Mob Spawn 

Often found in caves/dungeons, the “Action Mob Spawn” is an area where specific mobs (with 
purpose to make progression harder) will spawn. Mobs in these cases very often use special 
abilities and use the environments to help in fights. Can contain bosses/minibosses. 


Randomized Mob Spawn 

Often found in very open regions. The “Randomized Mob Spawn” are used to spread an area 
with mobs of their levels. The density is too low and the area too large for it to be a “Grinding 
Mob Spawn”, and not enough thought went into them to be a “Action Mob Spawn” area. Often 
used as barriers to prevent low level players to enter certain areas. 


Make sure to make every mobs drop their respective drop. Bats should drop bat ear, zombie 
should drop rotten flesh, etc. with a PER of 2000 or so. 

Every mob should have 15% chance of dropping an emerald. And only mob lvl 30+ can drop 
powders II. Powders | should have a PER of 15, and powders II of 4. Potions are 250. 


Map Design Help 


Guiding the player through the world 

1. Light source and roads 
The player is most likely to follow roads and light sources if there are any. If you want to direct a 
player to a specific area, it is recommended to use those. 


Here’s two examples of light source and road guiding. The player is much more likely to take the brightest path than 
the dark one, and is much more likely to follow an open road than an empty grassy field. 


2. Discouraging a player 
The best way to prevent a player from entering a certain area is to make the area in question 
look less important. You can also block the way with objects (trees, ruins) to make it look like you 


shouldn’t go there. You can also add cobweb and soulsand to discourage the player from 
crossing a certain path. 


Here’s a more subtle example. This path is smaller, more obstructed than the others and partially out of sight 
because of the hill on the left, which make it look less important. 


Here’s an example of both tricks used at the same time. The light sources and the path lead the player, while the 
ruins and cobweb discourage the player from crossing right through, even though it would be totally possible. 


Quests Help 


How quests works 

Quest works with different stages. You can only progress in the quest if the stages go up. Once 
there are no stages left to the quest, it is considered done. 

We use .yml to store the quests info. There are 4 YMLs in total: quest.yml, npc.yml, message.yml 
and region.yml. (BUT IN YOUR CASE, WE WILL JUST REGROUP EVERYTHING IN ONE YML) 


Quest: 


Here’s an example of quest.yml 


- name: Ice Nations (name of the quest) 
startingLevel: 40 (min level required to start quest) 
starter: ‘'Adigard' (name of the starter npc) 
xp: 30000 (xp rewarded at the end of the quest) 
questStages: (stage description for quest book) 
- 'Talk to Adigard on the Icy Islands at [806,59,-3353]' #Stage 1 
- 'Talk to Hallfred about the peace treaty' #Stage 2 
- 'Talk back to Adigard about Hallfred’s response’ #Stage 3 
- 'Find the ghost ship and bring back [Ancient Treasure] to Hallfred' #Stage 4 


successMessages: (message player get when quest is done) 
- '&6[Quest Completed: Ice Nations]' 
- '&7[+30000 Experience Points]' 
- '&7[+256 Emeralds]' 
- '&7[+1 Climbing Helmet]' 


ALWAYS add the coord of the NPC in the book, and every items in brackets (ex. [2 Stonebrick], 
without plural) 


NPCs: 
Only NPCs and entering a region can upgrade the stage of a quest. Only NPCs can require an 
item and give rewards. A same NPC cannot be in multiple quests. 


Each NPCs has different message type they can say... 

- Stage messages 
Message you get when you advance in a stage. Can only be read once. 

- Fallback message 
Message when the player is still doing the quest, but won’t ever need to talk to 
the NPC again 

- Repeat message 
Message you get when a NPC is waiting for a certain item requirement 

- Greet message 
Message you get when the quest is over and you talk to the NPC 

- Low level message 
Message you get when you try to start a quest you are too low level for 
(ALWAYS make it say the level required in the message) 

- Low stage message 
Message you get when you are currently in the quest the NPC is in, but you 
aren’t supposed to talk to him yet. 


Example of some NPC message example: 
- title: AliceRepeat 
strings: 
- ‘Alice: | still need [18 Strings], [3 Blocks of Wool] and [1 Green Powder] to make 
the mask.’ 


- title: Alice MessagesGreet 
strings: 
- ‘Alice: I’m so glad everything worked out for Thomas!’ 


- title: AliceFallBack 
strings: 
- ‘Alice: Good luck with your quest! 


Example of a NPC.yml: 


- name: Ooni (name of the npc) 
quest: Prison Story (quest the npc is in) 
coords: -831,67,-1609 (where the npc spawns) 
occupation: Farmer (occupation of the npc, only for appearance) 
baby: false (if its a baby or not) 


## Messages ## 

fallBackMessage: 'OoniFallBack' (name of the message.yml for fallback) 
repeatMessage: 'OoniRepeat' (name of the message.yml for repeat) 
greetMessage: OoniMessagesGreet (etc) 

nearbyMessage: ‘null' (always stay on null) 

lowStageMessage: 'OoniLowStage' 

lowLevelMessage: 'OoniLowLevel’ 


stages: 
1: OoniMessagesStage1 (name of the message for stage 1) 
3: OoniMessagesStage3 


requirements: 
3: -943,2,-1487 (coord of the chest containing the required item(s) to advance 
to stage 3) 


rewards: 
3: -942,3,-1487 (coord of the chest containing the item(s) which will be 
rewarded when stage 3 is done) 


Messages: 
Mainly just messages that the NPC will say, like this: 


- title: DalbenMessagesStage4 (name of the message for npc.yml) 
strings: (what the NPC will say) 
- '&2Dalben: &aBrilliant. That seems in order. Here you go.’ 
- '&2Dalben: &aWe only hope that the treasure will never fall into the hands of 
that pirate again, we much rather they fall into yours.’ 
- '&2Dalben: &aWell? What does it say? Go to that location! Find the treasure!’ 
- '&7[Quest Book Updated]' (we even put those) 


delay: 6 (speed at which the message will appear. 5 is usually good, but if the 
messages are too long, make it higher) 


ALWAYS add “&7[Quest Book Updated]” when a quest advance stage, or “&7[New Quest 
Started: NAME]” when player start a new quest. And use the colour &3 when talking about an 
item, ex: “&2Salted: &aYay! | just got &3[4 Stone] &afrom this dude!” 


Also, never use “‘. It is used to separated strings. If you need to use it, use “ instead to replace it. 
Example: 


‘Salted: | can4t believe what just happend!’ 


Regions: 
Regions are a way for us to prevent people entering areas without doing a quest or advancing in 


a quest first. It also help us upgrading the quest stage without talking to a NPC. 


- name: GraveyardMansion (name of the region) 

loc1: 55,60,-332 (like world edit, first location of the region (in a box)) 

loc2: 73,130,-306 (second location) 

message: '&4Only the head of a spirit can enter this domain.' (message when player 
cannot access the area) 

quest: The House of Twain (quest it is linked to) 

stageRequiredEntry: 1 (minimum stage the player has to be in the quest in order to be 
able to enter the area) 

itemsRequiredEntry: -981,2,-1497 (coord of the chest that requires the player to wear 
a specific helmet. type “null” if none) 

escalateStage: false (if the region upgrade the stage by one when entered, but will 
only work if the player is in the same stage as the “stageRequiredEntry” string) 

stageSetMessage: '&7[Quest Book Updated]' (message when the stage is upgraded) 


Last notes and links: 

Always act like the player is drunk, trying to do the quest. Make the quest somewhat very easy, even 
with puzzles. Make interesting rewards, like unique items, unlocking new areas and good XP. But make 
sure you're not insulting their intelligence, make them feel like they worked it out on their own. A good 
quest will help a player every step of the way, but they don’t know it. 


Blank Quest YML: https://www.dropbox.com/s/129r128vajkkl07/BlankQuest.yml 


Mob Guidelines: Mob guidelines spreadsheet 
Make sure to use Dakota’s thing for mob YML, it helps a lot! Right here 


You will need to use GitHub to modify the YMLs. Here’s how to make an account and such: Click here 
GitHub also has all the default YMLs for mobs, regions and quests, with detailed help. 


Please keep in mind that YMLs can break very easily. Having one less space character can screw the 
entire thing, so be very careful and look for YML checkers online like http://yamllint.com/. 


You need to replace the “default” in “default.mob.yml” by the NAME of the mob. Do not use features 
you aren’t familiar with. You have one YML per mob type. 
Ex. WitherHead.skeleton.yml 


You don’t have to follow the guidelines 100%. Be creative. For example, every skeleton in the game has 
much less health, because they are annoying to hit with their arrows. 


Trial 


For the trial, you will have access to a small trial area, containing a village, farms, caves and 
open field. You will have to create a quest, place mobs and make items. 


You cannot copy the other GM’s work, you have to come up with your own ideas. Put a sign 
with your name on a diamond block to claim your GM trial spot. Type /warp gmtrial to access 
the area. Make sure to make your diamond block obvious. 


The quest 
Here are the basic requirement for the quest: 


1. It has to be between 3-6 stages long 

2. The starter NPC has to be in the farm town 

3. The player has to visit the boat house during the quest 
4. The reward has to be a rare item, that is untradable 

5. The quest is for level 50 


You will be judged on how well you can do the tasks, and how original the quest is. Although it is 
good to be original, over-the-top quests won’t do well. 


The mobs 
The entire region has to be populated like it would in a normal Wynncraft world, but other than 
that you are free to do whatever you want with mobs. 


The items 
You are free to make any items, but you have to make one like the requirement #4 says. 


